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SYLLABUS IN ELEC 1

I. PRELIMINARIES

1. Course Number

:
ELEC 1

2. Course Title


:
Elective 1

3. Credit



:
3 units

4. Prerequisite


:
None

5. Course Description

:
Programming in Visual Basic

II. COURSE OBJECTIVE

The Primary aim of this course is to provide the students with the knowledge of developing clearly written, well-structured applications for Microsoft Windows.  Utilizing the Visual Basic programming Language features, students are expected to learn such proven software development methods as structured programming, top-down stepwise refinement, functionalization, event-driven programming, and object-oriented programming.  The emphasis is on the appropriate and effective use of graphical user interface components, graphics, error-handling techniques, multimedia, file processing, database processing, and the approaches of an efficient overall systems development.
III. GRADE COMPONENTS

Attendance 


10%

Seatworks/Recitations

10%

Assignments/Quizzes

20%

Laboratory Exercises

35%

Term Examinations

25%




Total


100%

To pass the course, each student should have the minimum total points of 75 or higher accumulated from the above-noted criteria.

IV. ACTIVITIES

1. Class Discussion

2. Laboratory Exercises

3. Programming Demonstration

4. Case Study

V. COURSE REQUIREMENT

1. Complete and regular class attendance.

2. Complete and quality performance in quizzes, seatworks, laboratory exercises, and term examinations.

3. On-time submission of assignments, problem sets, and course projects.

4. Submission and oral defense of programming case studies.

VI. COURSE OUTLINE

1. Review of Computing Concepts and Introduction to Visual Basic

1.1 Introduction
1.2 Machine Language, Assembly Language, and High-Level Languages

1.3 History of Visual Basic

2. Integrated Development Environment

2.1      Integrated Development Environment Overview

2.2      The Visual Basic Programming Tools

2.3      Visual Programming and Event-driven Programming

2.4      Memory Concepts

2.5      Arithmetic and Operator Precedence

3. Control Structures

3.1 Algorithm and Pseudocode

3.2 If/Then and If/Then Else Selection Structures

3.3 While/Wend Repetition Structure

3.4 Do While/Loop and Do Until/Loop Repetition Structures

3.5 For/Next Repetition Structure

3.6 Select Case Multiple-Selection Structure

3.7 Do/Loop While and Do/Loop Until Repetition Structures

3.8 Logical Operators

4. Graphical User Interface Concepts

4.1 Controls

4.2 Menus

4.3 Single-Document Interface

4.4 Multiple Forms

4.5 Template Forms

5. Error Handling and Debugging

5.1 When Error Handling Should Be Used

5.2 On Error Statement

5.3 Err Object

5.4 Break Mode, the Immediate Window, and the Debug Object
5.5 First Steps in Bug Prevention
5.6 Debugging Strategies

6. Database Management

6.1 Introduction

6.2 Database Systems

6.3 Relational Database Model

6.4 Transaction Processing

7. Additional Topics

7.1 Graphics

7.2 Mouse and Keyboard

7.3 Sequential File Processing

7.4 Records and Random-Access Files

7.5 Object-Oriented Programming

7.6 ActiveX

VII. REFERENCES

Visual Basic 6 How To Program

By Dietel, et. al.

Visual Basic 6 Complete Concepts and Techniques

By Gary Shelly, et. al.
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